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(54) Game device and computer-readable storage medium 

(57) In a storage medium storing a program, a stor- 
age device and a game device, a card game having rich 
variety can be implemented by determining win or loss 
on the basis of various judgement criteria. The cards 
used in the card game are divided into a plurality of 
groups which have continuous, cyclical strength differ- 
ential relationships between the respective groups. The 
card game does not depend solely on the capability 
index of each card. Moreover, a variation of the card 
game can be increased by preparing trap cards which 
impart various functions and actions on the opponent's 
cards. Moreover, by including field cards representing 
competition environments and causing the capability 
indices of creature cards to vary according to the com- 
petition environment, a more interesting card game can 
be enjoyed by the game device. 
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Description 

[0001] The present invention relates to a game 
device for playing a card game, a computer-readable 
storage medium for storing the aforementioned card 
game, and an image display device for displaying 
images of the card game. 

[0002] In general, a wide variety of card games 
which involve various different cards and rules have 
been enjoyed by a wide range of men and women of all 
ages and these card games remain popular. Recently, a 
new card game has been proposed in U.S. Patent No. 
5,662,332 (hereinafter, called the reference). Specifi- 
cally, the reference discloses a game which is played 
among players by preparing a plurality of cards having 
mutually different attributes and capabilities and by 
competing with one another so as to reduce the life 
points (LP) score of their opponent to zero. 
[0003] Moreover, in the reference described above, 
it is also suggested that the card game can be pro- 
grammed into a computer and played on the computer. 
[0004] However, since the aforementioned card 
game involves many cards having different attributes, 
capabilities, and the like, and the rules of the game are 
complex for both adults and children, the card game is 
very popular among game mania who are experts for 
the card game but can not simply be enjoyed by anyone. 
Therefore, if the aforementioned card game were to be 
realized by a program for a game device, this would be 
unlikely to produce an increase in demand for the card 
game. In other words, if the card game were to be imple- 
mented by means of a computer program, then this 
would involve the major task of simplifying the rules, and 
the like, in some way, whilst maintaining the essential 
attraction of the game. 

[0005] On the other hand, the present inventors, 
and others, have proposed a game device for playing, in 
a simple and enjoyable manner, a card game wherein 
different attributes and capabilities are assigned to vari- 
ous cards, and these cards are used by the players to 
reduce the life points (LP) score of their opponent, and 
a storage medium for storing software for implementing 
the aforementioned card game. The card game relating 
to this proposal (hereinafter, called the 'old card game') 
was simple for beginners and children to learn, and also 
attracted considerable demand as part of a game craze, 
thus receiving significant popularity across a wide range 
of people. 

[0006] However, in order to prevent the aforemen- 
tioned game from becoming out-of-date and also to 
attract the interest and attention of more customers, it 
has been necessary to develop the card game further. 
When the card game is developed in this way, it is nec- 
essary also to take into account compatibility with the 
old card game proposed previously 
[0007] It is an object of the present invention to pro- 
vide a game device for implementing a card game 
(hereinafter, called the 'new card game'), wherein an old 



card game proposed previously can be developed fur- 
ther and more people can be attracted to the game. 
[0008] It is a further object of the present invention 
to provide a game device whereby, in order to develop 
5 the card game, the relative strengths of the respective 
cards are determined by adding further conditions, 
rather than simply applying a differential to the points 
assigned to each card. 

[0009] It is a further object of the present invention 
10 to provide a game device whereby the cards are catego- 
rized into a plurality of groups and the relative strengths 
of the various groups are determined in a continuous 
fashion. 

[0010] It is a further object of the present invention 
15 to provide a game device whereby modifications can be 
made to the cards by means of external communication. 
[0011] It is a further object of the present invention 
to provide a computer-readable storage medium for 
storing a program whereby a new card game can be 
20 implemented. 

[0012] It is a further object of the present invention 
to provide a storage device for storing data specific to a 
new card game. 

[001 3] It is a further object of the present invention 
25 to provide an image display device for displaying 
images specific to a new card game. 
[0014] One embodiment of the present invention 
provides a game device for use in executing a card 
game between a player and an opponent on a screen by 
30 placing cards with predetermined capabilities. The 
game device executes the card game by displaying a 
state wherein the cards of the player and the opponent 
are arranged face downwards on the same screen, by 
confirming only the cards of the player by turning them 
35 face upwards in the state without being recognised by 
the opponent, and by setting mutually different competi- 
tion environments. 

[0015] The cards are given, as environment capa- 
bility index data, capability indices representing a capa- 

40 bility which changes according to said competition 
environments and are divided into a plurality of groups 
having mutual strength differential relationships. 
[001 6] The game device comprises means for stor- 
ing said environment capability index data of the cards 

45 together with the groups of the cards, judgement means 
for judging the strength differential relationship between 
the groups and judging win or loss between cards on 
the basis of said environment capability indices, when 
the win or the loss can not be judged from the strength 

50 differential relationship between groups, executing 
means for executing said card game on the basis of the 
judgements made by said judgement means, display 
means for displaying said card game, and input means 
for inputting instructions required for said card game. 

55 [001 7] In this case, the strength differential relation- 
ships between the plurality of groups are determined in 
a continuous and cyclical manner such that each group 
displays superiority over one of the other groups, and 
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displays inferiority to another one of the groups. 
[0018] In this way, in the present invention, it is pos- 
sible to increase the variation involved in win or loss 
judgement in the card game, by dividing cards into 
groups having strength differential relationships, rather s 
than simply altering the capability index data for each 
card according to the respective competition, and hence 
the interest created by the card game can be further 
enhanced. 

[0019] Moreover, a further embodiment of the 10 
present invention provides a computer-readable stor- 
age medium storing a program for executing a card 
game wherein players compete by playing cards having 
respectively designated capabilities, comprising: a step 
for setting mutually different competition environments, is 
setting capability indices for each of said cards repre- 
senting a capability which changes according to said 
competition environments, as environment capability 
index data, and storing said environment capability 
index data, dividing said cards into a plurality of groups 20 
having mutual strength differential relationships and 
storing said groups, judging the strength differential 
relationship between groups, and judging win or loss 
between cards on the basis of said environment capa- 
bility indices, in cases where judgement of the strength 25 
differential relationship between groups does not apply; 
and a step for implementing said card game on the 
basis of the judgements made by said judgement 
means. In this case, the storage medium comprises 
storing means for storing information representing 30 
groups of said cards. By dividing the cards into groups 
having strength differential relationships in this way, it is 
possible to add further interest to the card game, com- 
pared to cases where win or loss is determined accord- 
ing to capability indices only. 35 
[0020] Here, the storage means comprises a region 
for storing cards used normally and a special card 
region for storing special cards, and said program is 
composed in such a manner that it can only access the 
special card region in response to a specific combina- 40 
tion of said cards. 

[0021 ] By adopting this composition, it is possible to 
acquire cards which cannot be obtained during a nor- 
mal game, by inputting an identification code from an 
external source. Moreover, by making it possible to 45 
exchange cards with another game device by means of 
communication, it becomes possible to maintain com- 
patibility with other game devices, and rather than 
exchanging cards on a one-for-one basis, it is possible 
to exchange cards in various different ways, such as a so 
several-to-one basis, or a one-to-several basis, or the 
like. 

[0022] A further embodiment of the present inven- 
tion provides a game device whereby game characters 
forming an opponent can be selected by the player, 55 
comprising a particular character storage region for 
storing particular characters which can be selected, 
when a predetermined code is supplied from an exter- 



nal source, and means for executing said game by 
accessing said particular character storage region 
when said predetermined code is input. Thereby it is 
possible to enjoy a contest with a particular character 
which cannot be competed against in a normal game. 
Moreover, if the game is a card game, then the cards 
obtained during the contest with the particular character 
are different from the cards obtained during a contest 
with another character, and therefore the player's inter- 
est in his or her collection of cards is further enhanced. 

Fig. 1 A is a diagram showing a case where a game 
is played by one player alone, using a portable 
game device relating to the present invention; 
Fig. 1 B is a diagram showing a case where two 
portable game devices relating to the present 
invention are connected together by means of the 
communications cable, and a game is played 
between the connected players. 
Fig. 2 is a conceptual diagram for describing the 
composition of a storage medium relating to the 
present invention; 

Fig. 3 is a block diagram for describing a portable 
game device used in the present invention; 
Fig. 4 is a list for describing necessary data relating 
to cards used in the card game relating to the 
present invention; 

Fig. 5 is a diagram for describing categorization of 
cards used in the card game relating to the present 
invention and strength differentials between same; 
Fig. 6 is a diagram for describing a card game relat- 
ing to the present invention by means of a display 
screen, wherein a screen displaying a preparatory 
stage of the card game is illustrated; 
Fig. 7 is a diagram showing a display screen dis- 
played when a particular selection is made at the 
stage illustrated in Fig. 6; 

Fig. 8 is a diagram showing one example of a 
screen displayed after Fig. 7; 
Fig. 9 is a diagram showing a case where one crea- 
ture card used in the card game relating to the 
present invention is displayed on the screen of the 
portable game device; 

Fig. 10 is a flowchart for giving a conceptual 
description of the card game relating to the present 
invention; 

Fig. 1 1 is a flowchart for giving a detailed descrip- 
tion of turn processing, in the processing illustrated 
in Fig. 10; 

Fig. 12 is a flowchart for giving a more specific 
description of victory processing in Fig. 11; 
Fig. 13 is a diagram showing a display screen for 
describing operations performed in a game device 
relating to a further embodiment of the present 
invention; 

Fig. 14 is a diagram showing a password input 
screen used in the embodiment illustrated in Fig. 
13; and 
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Fig. 15 is a flowchart for describing operations per- 
formed in a game device relating to the embodi- 
ment of the present invention shown in Fig. 13 and 
Fig. 14. 

[0023] A commercially available portable game 
device 11 and a mode for using this portable game 
device are now described with reference to Fig. 1 A and 
1 B. Fig. 1 A shows a case where a player plays the card 
game according to the present invention (in other 
words, the new card game) alone, by inserting a cas- 
sette 12 storing a card game relating to the present 
invention into the portable game device 1 1 . In this case, 
the player plays the new card game against an oppo- 
nent formed by the portable game device 1 1 (hereinaf- 
ter, called the 'computer') controlled by the program 
stored on the aforementioned cassette. 
[0024] On the other hand, Fig. 1B shows a case 
where two players, each respectively having a commer- 
cial portable game device 1 1 , play the card game in a 
mode where the portable game devices 11 of the two 
players are mutually connected by means of a commu- 
nications cable 13. Moreover, in the example illustrated, 
the portable game devices 1 1 are connected by means 
of a communications cable 13, but it goes without say- 
ing that the game may be played in a similar manner if 
the portable game devices 1 1 are connected by infra- 
red communications, or the like. 
[0025] As is commonly known, the respective port- 
able game devices 1 1 shown in Fig. 1 A and 1 B are pro- 
vided with a display screen formed from liquid crystal, 
operating buttons, and selection buttons, and when 
playing a card game, a cassette 12 containing a built-in 
storage medium according to the present invention for 
storing a program for the aforementioned card game is 
inserted into each of the portable game devices 11. 
[0026] As shown in Fig. 1B, when playing a card 
game between two people, cassettes storing the new 
card game relating to the present invention may be 
inserted into both of the portable game devices 1 1 , or a 
cassette storing the new card game relating to the 
present invention may be inserted into only one of the 
portable game devices 1 1 , whilst a cassette storing the 
old card game proposed previously is inserted into the 
other game device. In this way, in the present invention, 
it is possible to play a game in a similar fashion even 
when cassettes storing card games which are mutually 
different in that one is an old card game and the other is 
a new card game are inserted into the game devices of 
the two players, thereby providing compatibility between 
players and also providing special functions, which are 
described hereinafter. 

[0027] Here, the schematic structure of the storage 
medium 15 contained in the cassette is described with 
reference to Fig. 2. The storage medium 15 illustrated 
comprises a ROM (Read Only Memory) constituted by a 
semiconductor memory, and this semiconductor mem- 
ory 15 is provided with a command area 151 for storing 



a series of commands constituting the card game pro- 
gram and a data area 152 for storing various data 
required for the card game. Moreover, the storage 
medium 15 relating to the present invention is provided 

5 with a partial data storage area 153 for storing special 
data (described below) used in the card game accord- 
ing to the present invention. The partial data area 153 
forming part of the data area 152 will be described in 
conjunction with the description of the card game. 

10 [0028] Next, the composition of the portable game 
device 1 1 for playing a game by inserting the cassette 
12 illustrated in Figs. 1 A and 1 B is described with refer- 
ence to Fig. 3. The portable game device 11 illustrated 
here comprises a liquid crystal panel 21 forming a dis- 

15 play screen, an operating panel 22 containing an array 
of operating button and selection buttons, and the like, 
and a CPU main unit 23, as disclosed, for example, in 
Japanese Patent Laid-open No. H02-210562. A cas- 
sette 12 containing the storage medium 15 illustrated in 

20 Fig. 2 is installed in the CPU main unit 23 by means of a 
connector 24. 

[0029] The CPU main unit 23 comprises a CPU 
core 26, a port 27 provided between the CPU core 26 
and the operating panel 22, a RAM 28 connected to the 

25 CPU core 26, and a ROM 30 connected to the CPU 
core 26. Moreover, the CPU core 26 is also connected 
to a buffer 31 for timing, addresses and data, and to the 
connector 24 via a bus. A display driving circuit 35 is 
provided between the CPU core 26 and the liquid crys- 

30 tal panel 21 . A display RAM 42 storing characters to be 
displayed on the liquid crystal panel 21 is connected to 
the display driving circuit 35 via a display RAM interface 
40. 

[0030] Furthermore, in the portable game device 

35 illustrated, a communications control section 50 con- 
taining a communications control interface is connected 
to the CPU core 26 via a connector 51 , in such a man- 
ner that the game device can be connected to an oppo- 
nent's game device by means of the connector 51 . The 

40 ROM 30 also stores an OS for controlling the liquid- 
crystal panel 21, the display driving circuit 35, the com- 
munications control section 50, and the like. 
[0031] A cassette 12 storing the new card game 
relating to the present invention is connected to the 

45 CPU core 26 of the illustrated portable game device 1 1 
by means of the connector 24. When a power on or 
reset operation is carried out in this state, then the CPU 
core 26 starts up the OS stored in the ROM 30, thereby 
initializing the whole portable game device, and at least 

so a portion of the new card game program stored on the 
storage medium 15 contained in the cassette 12, and 
data corresponding to same, is transferred into the RAM 
28 and display RAM 42, which function as main storage 
devices. In this state, the CPU core 26 executes the 

55 aforementioned new card game in accordance with 
operations made by the player via the operating panel 
22, and the required display data is displayed on the liq- 
uid-crystal panel 21. 
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[0032] In actual fact, the display RAM 42 is 
accessed via the display RAM interface 40 according to 
instructions from the player, and characters correspond- 
ing to display data are read out from the display RAM 42 
and displayed on the liquid crystal panel 21 by means of 5 
the display driving circuit 35. 

[0033] Firstly, the new card game relating to the 
present invention differs from the old card game in that 
700 types of card and 99 cards of each type, namely, a 
total of 69,300 cards, are prepared, whereas in the old 10 
card game, 350 types of card and 99 cards of each type 
were prepared, making a total of 34,650 cards. Moreo- 
ver, of the 700 types of card used in the new card game, 
100 cards are not supplied to the players during the 
game, but rather have to be obtained by means of a is 
separate operation. 

[0034] Furthermore, it is also possible to exchange 
cards between the new card game relating to the 
present invention and the old card game, by means of 
communication. For example, cards in the 350 cards 20 
used in the old card game which are also included in the 
700 cards of the new card game may also be used as 
cards for the new card game. In this case, since cards in 
the old card game are not categorized into groups, in 
the new card game, they are assigned to a group 25 
according to a list, described hereinafter. On the other 
hand, 350 of the cards used in the new card game may 
also be used in the old card game. In the old card game, 
no group name is used, 

[0035] The data relating to these cards is stored in 30 
the data storage area 152 of the storage medium 15 
illustrated in Fig. 2, and when a card game is played, at 
least a portion of this data is transferred to, and stored 
in, the RAM 28 in the CPU main unit 23, and if a prede- 
termined code is input, it is stored in the RAM 28 of the 35 
game device. 

[0036] Here, the concept of the new card game 
relating to the present invention will be described. In the 
new card game, similarly to the old card game, the 
respective players play the game by placing cards, alter- 40 
nately, at prescribed positions on the liquid crystal panel 
21 of the portable game device (in other words, a place 
on the screen), and seeking to reduce the life points 
(LP) of their opponent thereby. In this case, one of the 
characteristic features of the new card game relating to 45 
the present invention is that the cards are categorized 
into a plurality of groups, and strength differentials are 
set between these groups, these strength differentials 
being specified in a continuous and cyclical fashion, 
such that cards in a certain group display superiority so 
over one other group, whilst displaying inferiority to 
cards in one other group. Moreover, it is also possible to 
categorize the plurality of cards into a plurality of fami- 
lies, whereby a plurality of groups belong to each family, 
and to apply the aforementioned strength differentials 55 
between card groups within each family, whilst also cre- 
ating strength differentials between these families. 
[0037] A further characteristic feature of the new 



card game relating to the present invention is that, at 
each turn, each player is able to lay out on the screen a 
prescribed number of cards (for instance, 5 cards,) 
located in a specified zone of the screen, and to specify 
attack or defense for each of the laid cards (hereinafter, 
called 'played cards'). This means that a player can 
specify opposing cards for 'played cards' already laid on 
the playing screen. 

[0038] Yet a further characteristic feature of the new 
card game relating to the present invention is the fact 
that special cards which are not available during the 
card game can be obtained by inputting a predeter- 
mined code. This means that by inputting a password 
assigned to a card source other than a cassette storing 
card game software, it is possible for these special 
cards be used in a card game played on a game device. 
[0039] A further characteristic feature of the new 
card game relating to the present invention is that it pro- 
vides compatibility with the old card game in such a 
manner that cards in the old card game can be 
exchanged with cards in the new card game, by means 
of communication. 

[0040] Next, the new card game relating to the 
present invention has the following points in common 
with the old card game. Namely, amongst the cards, 
field cards are prepared which represent fighting and 
playing areas set in the game, in other words, competi- 
tion environments, and attack points and defense points 
are allocated for each competition field. For example, 
the competition fields are fields such as a forest, wilder- 
ness, mountain, grassland, sea, darkness, fighting field, 
or the like, and field cards representing each of these 
fields are prepared. A standard field (normal field) is 
also set and competition and fight take place in this 
standard field, as long as none of the field cards are 
laid. 

[0041] As described above, in the new card game 
relating to the present invention, players are able to play 
a card game where they take account of the groups and 
families to which cards belong, as well as considering 
the attack and defense indices in the respective fields of 
the cards they hold. 

[0042] Among the cards used in the new card game 
relating to the present invention, special cards called 
trap cards are also prepared, and by selecting one of 
these trap cards, it is possible to perform a prescribed 
action on the opponent. The remaining cards are 
divided into cards representing monsters having pre- 
scribed attributes and capabilities (here, called 'creature 
cards'), and back-up cards which display predetermined 
functions in particular circumstances, similarly to the 
cards in the old card game. 

[0043] Referring to Fig. 4, a portion of a creature 
card list is shown in simplified form, and in reality, the 
creature card list illustrated is stored in the partial data 
storage region 153 of the storage medium 15 shown in 
Fig. 2, in the form of a file mxxx assigned to each card. 
When the card game is actually played, this information 
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is transferred to the RAM 28 illustrated in Fig. 3. A name 
representing the monster depicted on the card and the 
attributes, etc. of same is assigned to each of these 
cards. Here, the names of the cards are shown as A00- 
B00, and so on. As described previously, in reality, 700 
types of card are prepared, including the creature cards. 
[0044] In the list shown in Fig. 4, group names (sim- 
ply shown as group A and group B in the diagram) and 
family names are also allocated, in addition to the card 
names, A00, and so on. It can be seen that the cards 
illustrated (A00-B03) all belong to the family FA. 
[0045] Furthermore, each card is also allocated 
points scores, in other words, capability indices, repre- 
senting the capability (strength) of that card. These 
capability indices vary between fields (between compe- 
tition environments), taking the attributes of the creature 
into consideration. In other words, since the capability 
indices vary depending on the competition environment, 
they may also be called competition environment capa- 
bility indices. Moreover, the cards illustrated in Fig. 4 
also have different capability indices depending on 
whether the card is used for attack or for defense. 
[0046] As described above, in the new card game 
relating to the present invention, cards do not simply 
have differing capability indices for attack and defense 
in each of the competition environments, or fields, but 
rather, they are divided into groups and families, and the 
relative strengths of cards also vary depending the 
groups to which they belong, rather than simply being 
based on differences in life points. Therefore, it is possi- 
ble to increase the interest generated by the card game. 
[0047] The cards listed in Fig. 4 are used when 
attacking or defending in any of the fields, including the 
standard field (or normal field), and the players are able 
to compete with each other by specifying attack and 
defense in each of the fields. For example, card A00 
shown in the top row in Fig. 4 belongs to group A and 
family FA, and it has a 3000-point attack capability index 
and a 2500-point defense capability index in the normal 
field. When used in a field other than the normal field, 
this card A00 has a different attack capability index and 
defense capability index to those in the normal field. 
[0048] As the diagram reveals, there are cards with 
various different capability index settings, for instance, 
cards which have a high defense capability index when 
used for defense in a particular field, but only have a low 
attack capability index when used for attack in the same 
field, and conversely, cards which only have a low 
defense capability index when used for defense, but 
have a high attack capability index when used for attack, 
and the like. 

[0049] Moreover, in the present invention, the cards 
are categorized into groups and families, and as 
described later, strength differentials are assigned 
between groups. In this way, the new card game relating 
to the present invention makes it possible to enjoy a 
card game which has richer variety than an old card 
game. 



10 

[0050] The group and families shown in Fig. 4 are 
now described in concrete terms with reference to Fig. 
5. 

[0051] As shown in Fig. 5, the creature cards 

5 described above are divided into two families FA and 
FB. Of these, FA is divided into four groups, A, B, C, D, 
a different name being assigned to each group, for 
example, illusionists, black magicians, white magicians 
and evil magicians. The strength differentials between 

10 the groups are indicated by the arrows in the diagram. In 
the case of this example, the side with the arrow head 
denotes superiority and the side with the arrow tail 
denotes inferiority. Consequently, for example, group A 
has superiority over group D, but is inferior to group B. 

15 Similarly, group C has superiority over group B, but is 
inferior to group D. in this way, the strength differentials 
between the groups A, B, C, D within family FA form a 
chain-like series. Here, a strength differential is a rela- 
tionship which determines that a card in the superior 

20 group will win and a card in the inferior group will lose, 
regardless of their respective capability indices, in a 
case where a card from a superior group and a card 
from an inferior group are laid on the playing area 
together. 

25 [0052] On the other hand, the cards belonging to 
family FB are divided into 6 groups, namely, U, V, W, X, 
Y, Z, which are respectively assigned the names of 
thunder tribe, wind tribe, fire tribe, forest tribe, wind 
tribe, and earth tribe. A chain-like series of strength dif- 

30 ferentials exists between the various groups U, V, W, X, 
Y, Z, similarly to the case of family FA. In other words, a 
continuous chain of strength differentials is set between 
groups in the same family. 

[0053] As described above, the cards in each group 
35 have superiority over cards in a particular other group 
and they win unconditionally over cards in this particular 
group, whilst they are also inferior to cards in one further 
group and they lose unconditionally to cards in this fur- 
ther group. 

40 [0054] Moreover, if the opposing players lay cards 
belonging to different families, or if they lay cards 
belonging to the same family, and also belonging to the 
same group, or alternatively, if they lay cards which are 
not related by a strength differential, for example, cards 

45 from groups A and C in family FA in Fig. 5, then the vic- 
tory is judged according to the field card and the respec- 
tive attack and defense capability indices of the cards. 
[0055] Next, the new card game relating to the 
present invention is further described with reference to 

so Fig. 6. As stated previously with regard to Fig. 1, a 
player may play a card game against the program 
loaded into the portable game device (in other words, 
against the computer,) or he or she may play against a 
further player connected by means of a communica- 

55 tions cable. 

[0056] Firstly, prior to the game, a cassette 12 is 
loaded into the portable game device and the game is 
started by switching on the power supply. In this case, at 
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least a portion of the program in the storage medium 1 5 
contained in the cassette 12 is loaded into a predeter- 
mined region of the RAM 28 of the portable game 
device. 

[0057] The cards held by each player are stored in s 
a storage area called a 'bag'. This storage area is pro- 
vided in a prescribed region of the RAM 28. In this 
embodiment, of the 69,300 game cards, 300 cards, for 
example, are placed in the player's bag at the lime that 
the player starts the game, and the number of cards in 10 
the bag increases or decreases according to the results 
of the player's subsequent game against the computer 
or against another player by means of communication. 
Furthermore, a player may also exchange cards with 
another player by means of communication. The combi- is 
nation of 300 cards in the bag at the start of the game 
may be varied between different cassettes. 
[0058] At the start of a game, when the player hold- 
ing the portable game device has selected whether to 
play against the computer or against another player, the 20 
screen shown in Fig. 6 appears. Hereinafter, the com- 
puter or other player forming the opponent shall simply 
be called the 'opponent', and the player playing the 
game by operating the portable game device illustrated 
shall be called the 'player'. 25 
[0059] Three options, 'bag', 'deck' and 'duel' are dis- 
played on the display screen shown in Fig. 6, and in the 
situation illustrated here, a triangular selection cursor is 
positioned over 'bag'. When the 'bag' display on the 
screen in Fig. 6 is selected, the cards in the aforemen- 30 
tioned bag are displayed successively. If, on the other 
hand, the 'deck' display is selected by the selection cur- 
sor, then as described below, 40 cards are taken from 
the bag, as instructed by the player, to form a deck. Fur- 
thermore, if 'duel' is selected, then the game actually 3s 
starts. 

[0060] When bag' is selected in the state illustrated 
in Fig. 6, the contents of the bag are displayed, as 
shown in Fig. 7. As the display (1/140) at the top right of 
the diagram shows, there are bag display screens from 40 
number 1 to number 140, and in Fig. 7 screen number 1 
of these screens is depicted. In the example illustrated 
in Fig. 7, cards corresponding to the number list 1 to 5 
on the screen are not displayed. This indicates that the 
player has not specified cards corresponding to num- 45 
bers 1 to 5. Moreover, the five cards from A00 to A04 in 
the creature card list shown in Fig. 4, for instance, are 
listed against numbers 1 to 5, and if these cards are 
held in the bag, then the group name, family name, card 
name and number of cards are displayed in addition to so 
the card number. 

[0061] Next, the player may move to the second 
bag screen by switching the screen display, using the 
cursor scroll, for example, whereby the numbers, group 
names, family names, card names and number of cards 55 
for the five cards corresponding to numbers 6-10 will be 
displayed. Thereafter, if this operation is repeated until 
the 140th screen is displayed, then the group name, 



family name, card name and number of cards corre- 
sponding to all numbers up to 700 will have been dis- 
played, and by this means the player is able to ascertain 
for himself or herself the cards that are held in the bag. 
[0062] Furthermore, if the 'detail' item shown at the 
bottom of Fig. 7 is selected, then the attributes, capabil- 
ities, and the like, of the corresponding card will be dis- 
played in detail. If the 'addition to deck' item is selected, 
then the card is returned from the bag to the deck. 
[0063] On the other hand, if the 'deck' item shown in 
Fig. 6 is selected, then the player selects 40 cards from 
the cards held in the bag, as he or she wishes, in order 
to form a pile of cards to hold, in other words, a deck As 
stated previously, the 40-card deck may be formed 
according to the wishes of the player, or if may be 
formed automatically by the computer program. In the 
latter case, a deck of 40 cards is created automatically, 
even if the player has not seen or ascertained all of the 
cards held in his or her own bag, and the card game 
starts. This means that the game may be started 
directly, without the player necessarily being aware of 
the contents of the bag or the contents of the deck. 
[0064] Fig. 8 illustrates a display screen showing 
the cards in hand forming the deck. The display screen 
showing the cards in the deck is divided into eight 
screens, from a first deck display screen to an eighth 
deck display screen, as indicated by the display (1/8) at 
the top right of Fig. 8. Here, the first deck display screen 
is illustrated. As the diagram shows, the number allo- 
cated to the card and the name of the card are displayed 
on the deck display screen. In the case of this example, 
it can be seen that cards numbered 210, 161, 192, 192 
and 1 44 have been drawn out of the bag to form part of 
the deck and these cards respectively have the names, 
'sting', 'magnets 2nd', 'elf, and 'jinn*. As Fig. 8 also 
reveals, it is possible to select more than one card of the 
same type for inclusion in the deck (in this example, 
'elf). 

[0065] If the 'detail' item shown in the bottom por- 
tion of the deck display screen is selected, then the 
group name, family name, capability index, and the like, 
of the corresponding card can be confirmed. If the 
'release from deck' item is selected, then the corre- 
sponding card is returned from the deck to the bag. 
[0066] Thereafter, by switching the deck display 
screen successively, it is possible to display up to the 
eighth deck display screen. In this way, the player is able 
to confirm the 40 cards in his or her hand, which form 
the deck. The foregoing description related only to one 
of the players, but 40 cards in hand forming a deck are 
also prepared for the opponent, by means of a similar 
procedure. 

[0067] When decks comprising 40 cards in hand 
have been prepared respectively for each of the oppos- 
ing players, the game enters a competition state. In this 
state, the computer selects five cards at random from 
the deck of each player, and arranges them, face down, 
in specified zones on the display screen. 
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[0068] In this case, five cards from each player are 
placed in a row, face down, in specified zones of the liq- 
uid crystal panel. For example, the specified zone in 
which the five cards from the first player are arranged 
may be provided in the bottom portion of the screen, 
whilst the specified zone for the opponent's cards is pro- 
vided in the upper portion of the screen. The sets of five 
cards arranged in the specified zones on the screen are 
known as a hand. The specified zones on the screen, 
and the like, are described later. 
[0069] In the new card game relating to the present 
invention, at each turn, the player is able to lay out a plu- 
rality of cards (up to a maximum of 5 cards) from his or 
her hand located in the specified zone to the playing 
area on the screen, and by designating 'attack' or 
'defense' to each of the cards laid out, the player ends 
his or her turn. 

[0070] This point is now described more specifically 
with reference to the game screen illustrated in Fig. 9. In 
the example shown, the lower side of the diagram is the 
display region for the player and the upper side thereof 
is the display region for the opponent. Moreover, the 
central region is used to display the picture of the 
selected cards and the field, as well as the groups, 
attack capability index and defense capability index or 
the selected cards, in this example, the card selected by 
the cursor is a card representing a create (in other 
words, a monster) having the name of 'megillas light', 
and it can be seen that this card has a 900 attack capa- 
bility index and a 600 defense capability index in the 
selected field of 'Fighting Stadium', and furthermore, 
that the 'megillas light' belongs to the group of 'Black 
magicians'. 

[0071 ] In Fig. 9, the display region for the player on 
the screen comprises a life point (LP) area, specified 
zone (SP) where the player's hand is aligned, trap card 
zone (TP) where trap cards are placed, and an area 
provided above the specified zone (SP). Similarly, the 
display region for the opponent also comprises a life 
point (LP) area for displaying the opponent's life points 
(LP), a specified zone (SP), trap card zone (TP), and an 
area for the opponent provided below the specified zone 
(SP). Moreover, in the example depicted, the trap card 
zones (TP) for the player and the opponent are both 
positioned to the left-hand side of the specified zone 
(SP) where the five-card hand is laid. 
[0072] In the illustrated example, trap cards are 
placed respectively in the player's and opponent's trap 
card zones (TP), a five-card hand is positioned in the 
opponent's specified zone (SP), and three cards are 
positioned in the playing area, in other words, they are 
'played'. 

[0073] A four-card hand is positioned in the player's 
specified zone (SP) and a three cards are positioned in 
the playing area, the card at the right-hand edge of the 
playing area being indicated by a cursor. The card indi- 
cated by the cursor is displayed in the center of the 
screen, face upwards, along with its attributes. 



[0074] In the screen illustrated here, it is the turn of 
the player at the bottom side of the screen, and in this 
turn, the player has played the creature card named 
'megillas light', which is depicted in the center of the 

5 screen and is selected by the cursor, onto the playing 
area. It can also be seen that this 'megillas light' card 
belongs to the 'Black magicians' group and in the 
selected field of 'Fighting Stadium', it has a 900-point 
attack capability index and a 600-point defense capabil- 

w ity index. 

[0075] In the state shown on the screen, the 
player's hand consists of only four cards, rather than five 
cards. This indicates that the player's turn is continuing, 
in this way, in the new card game relating to the present 

15 invention, each player is able to play more than one card 
to the playing area and trap card zone (TP) during his or 
her turn. Moreover, in the example illustrated, the life 
points (LP) of the player is 8000, and the life points (LP) 
of the opponent is 7500. 

20 [0076] The details of the trap card positioned in the 
trap card zone (TP) can be identified by each player him 
or herself, but he or she is not able to identify the details 
of the opponent's trap card until it is turned over. 
[0077] In Fig. 9, there are three cards positioned in 

25 the playing area by the player towards the front of the 
screen, and these are displayed more brightly than the 
cards played onto the playing area by the opponent. 
The diagram displays a state where the player decides 
which of the cards he or she has played onto the playing 

30 area will be used to oppose which of the opponent's 
cards, in other words, to attack or defend against which 
of the opponent's cards. 

[0078] Stated more specifically, in the screen 
depicted, the left-hand card of the three cards posi- 

35 tioned on the player's playing area is placed sideways 
and hence is selected as a defending card, whilst the 
card positioned in the center of the player's playing area 
(F) is placed vertically thereby selecting it as an attack- 
ing card. Moreover, the card on the right-hand side, 

40 which is selected by the cursor, is placed sideways and 
therefore selected as a defense card. 
[0079] In the state illustrated, it is still not decided 
which of the opponent's cards will be used to oppose 
the central card that has been selected to attack. In 

45 order to depict this, in the example shown, the three 
cards positioned on the opponent's playing area are dis- 
played dimly. On the other hand, on the screen depict- 
ing a state where the player is selecting attack and 
defense for his or her own cards, as illustrated in Fig. 9, 

so the cards for which attack or defense has been decided 
are displayed brightly, whilst the cards for which attack 
or defense has not yet been decided are displayed 
dimly, similarly to the opponent's cards in Fig. 9. 
[0080] The player's turn does not end until he or she 

55 has selected attack or defense for each of the cards 
played to the playing area, and therefore the player con- 
tinues his or her own turn, while there remain cards 
which are displayed dimly. 
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[0081] The cursor itself can be moved around the 
screen by the player as he or she pleases, by means of 
the operating buttons, and hence in the state illustrated, 
the player is simply confirming the right-hand card by 
means of the cursor. As described previously, in this 5 
state, the player is able to select an opposing card to lay 
against a card which has been specified as an attack 
card and laid in the center. 

[0082] In the embodiment illustrated, the player can 
place more than one card on the playing area during a 10 
single turn and can optionally indicate "attack" or 
"defense" at every cards placed on the playing field. On 
selecting "attack" or "defense", the player can move the 
cursor on the screen to specify which one of the oppo- 
nent's cards is to be attacked or defended. 15 
[0083] The overall operation of the new card game 
relating to the present invention is now described sche- 
matically with reference to Fig. 10. Firstly, at step Sa1, 
processing is carried out until the 'duel' item shown on 
Fig. 6 is selected by the player, as described previously 20 
with reference to Fig. 7 and Fig. 8. Thereupon, at step 
Sa2, the first player performs the first turn. Here, the 
player is able to place a plurality of cards on the playing 
area and/or the trap card zone (TP). The operations 
performed during each turn are described later. 25 
[0084] Next, at step Sa3, the second player per- 
forms his or her first turn, in a similar manner to the first 
player. At step Sa4, it is determined whether or not the 
life points (LP) of either the first or second players has 
reached zero. Unless either of the player's life points 30 
(LP) score has reached zero, step Sa4 returns to step 
Sa3. At step Sa3, the first player and the second player 
take further turns, alternately, whereupon the life points 
(LP) are judged at step Sa4. If the life points (LP) score 
of either of the players has reached zero at step Sa4, 35 
then the game is over. 

[0085] The processing operations performed at 
each turn illustrated in Fig. 10 are now described with 
reference to Fig. 1 1 . Firstly, at step Sb1 , it is determined 
whether or not 'attack' or 'defense' has been selected for 40 
all of the cards arranged on the playing area in the 
present turn. If it is judged at step Sb1 that 'attack' or 
'defense' has been selected for all of the cards on the 
playing area, then step Sb2 is executed. At step Sb2, 
cards are taken out from the deck and used to replace 45 
the cards which have been laid to the playing area or the 
trap card zone (TP), so that the player's hand returns to 
5 cards. 

[0086] If on the other hand, it is determined at step 
Sb1 that 'attack' or 'defense' has not been selected for 50 
ail of the cards on the playing area, then step Sb3 is 
executed. At step Sb3, the hand is laid from the hand 
specified zone (SP) onto the playing area and/or the 
trap card zone (TP). Instead of laying the hand to the 
playing area and/or the trap card zone (TP), it is also 55 
possible to select 'attack' or 'defense' for the cards 
which have been laid to the playing area. If 'attack' is 
selected for the cards, then victory judgement process- 



ing (described later) is implemented. 
[0087] When step Sc3 is completed, the process 
returns to step Sb1 , and the operation described above 
is repeated. To describe this operation more specifically, 
for example, if a player has laid one card (here called 
first card X'), and then lays a further card (here called 
'second card Y% directly, without specifying 'attack' or 
'defense' for the first card X, then at this point, he or she 
may return to the first card X and specify 'attack' or 
'defense' for that card. In this example, when 'attack' has 
been specified for first card X, victory judgement 
processing is implemented. The player is able to refer to 
the result of this victory judgement processing when 
considering the 'attack' or 'defense' function for the sec- 
ond card Y. In a state like this during a turn when 'attack' 
has been specified for one card, but 'attack' or 'defense* 
has not been specified for other cards, the other cards 
which have not been specified are displayed dimly, sim- 
ilarly to the cards on the opponent's playing area (F) 
shown in Fig. 9. 

[0088] In the embodiment described above, when a 
player has still not finished his or her turn, he or she can 
play other cards, and when the player has finished 
specifying 'attack' or 'defense* for all of the cards played, 
then his or her turn ends. Namely, if there still remain 
cards which are dimly lit (in other words, if there still 
remain cards for which 'attack' or 'defense' has not been 
specified), then the players turn is not completed, and 
therefore he or she can lay further cards to the playing 
area in Fig. 9. Since the player's turn only ends when 
'attack' or 'defense' has been specified for all of the 
cards laid, it is possible for the player to refine his or her 
strategy before specifying 'attack* or 'defense' for all of 
the cards. 

[0089] If there is a card for which 'attack' has been 
selected amongst the player's cards which have been 
laid on the playing area, then victory judgement 
processing is implemented. 

[0090] The victory judgement processing in the new 
card game relating to the present invention is now 
described more specifically with reference to Fig. 12. 
The victory judgement processing illustrated in Fig. 12 
is executed when 'attack' has been selected for one of 
the cards laid on the playing area, as described previ- 
ously In this victory judgement processing, firstly, at 
step Sc1 , processing relating to trap cards laid on the 
trap card zone (TP) is carried out. This trap card 
processing also includes processing for determining 
whether or not there are any trap cards laid on the trap 
card zone (TP), and if a trap card is not laid on, then it 
proceeds to the next step Sc2. If a trap card is laid on 
the trap card zone (TP), and if the conditions in which 
this trap card is effective are satisfied in the cards on the 
opponent's side, then the action specified for the trap 
card is carried out on the opponent's cards. 
[0091 ] Next, at step Sc2, it is determined whether or 
not the cards which have been played to the playing 
area are part of a group relationship which determines 
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a group strength differential. When determining this 
group strength differential, as stated previously, at least 
one of the cards has been selected for 'attack', but even 
if only one card has been selected for 'attack' and the 
other cards have been selected as 'defense', then vie- 5 
tory judgement based on the group strength differentials 
is carried out. If it is determined that cards which are 
subject to group strength differential judgement 
processing have been played to the playing area, step 
Sc2 proceeds to step Sc3. w 
[0092] At step Sc3, it is determined which card is 
superior and which is inferior, regardless of the attack 
capability index and defense capability index of the 
cards. In this case, a card belonging to a superior group 
wins over a card belonging to an inferior group, and the is 
losing card is discarded to the graveyard' and disap- 
pears from the screen. Here, when a card is discarded 
to the 'graveyard', this means that this card is disabled 
until the current game ends. In other words, the cards 
which have been discarded to the 'graveyard' are 20 
retained in the 'bag' and can be used in a subsequent 
game. 

[0093] At step Sc3, it is possible to implement 
processing whereby, if the capability index of the losing 
card is higher than the capability index of the winning 25 
card, then the life points (LP) score of the defeated 
player remains unchanged, whereas if the capability 
index of the losing card is lower than the capability index 
of the wining card, then the life points (LP) score of the 
defeated player is reduced by an amount corresponding 30 
to the difference in points score between the capability 
indices of the cards. 

[0094] On the other hand, if at step Sc2 the cards 
laid by the players to the playing area are not subject to 
superiority/inferiority judgement processing, then step 35 
Sc2 transfers to step Sc4. At step Sc4, it is determined 
whether or not the cards laid are in an attack-against- 
attack situation. If it is determined that an attack- 
against-attack situation does exist, then step Sc4 trans- 
fers to step Sc5, where the respective attack capability 40 
indices on the first player's card and the second player's 
card are compared, and the card having the higher 
attack capability index is judged to be the winner, whilst 
the card with the lower capability index is judged to be 
the loser. Moreover, at step Sc5, the losing card is dis- 45 
carded to the 'graveyard' and vanishes from the screen, 
and the life points (LP) score of the player holding the 
defeated card is reduced by the difference between the 
attack capability indices of the cards used in the con- 
test, whereupon the sequence proceeds to step Sb1 50 
illustrated in Fig. 1 1 . 

[0095] Next, if at step Sc4 it is determined that the 
first and second player's cards are not in an attack- 
against-attack situation, then step Sc6 is executed. At 
step Sc6, it is judged whether or not an attack-against- 55 
defense situation has been selected between the first 
and second players, and if an attack-against-defense 
situation has been selected, then it is determined 



whether or not the attack capability index is greater than 
the defense capability index. 

[0096] If this judgement processing shows that the 
attack capability index is greater than the defense capa- 
bility index, then it is judged that the attacking side has 
won and the processing in step Sc7 is carried out. At 
step Sc7, the losing card, in other words, the defending 
card is discarded to the 'graveyard'. If the player who 
has selected to defend loses in this way, then the life 
points (LP) score of the losing defending side is not 
reduced, but remains the same. However, the number of 
cards held by the defending player in the current game 
is reduced. 

[0097] If, on the other hand, attack-against-defense 
is selected and the attacking side does not win at step 
Sc6, then the sequence transfers to step Sc8, and it is 
judged that the defending side has won. When the 
defending card has won, step Sc9 is executed. At step 
Sc9, points corresponding to the difference between the 
defense capability index and the attack capability index 
are taken from the life points (LP) score of the defeated 
player and the defeated card used on the attacking side 
is discarded to the 'graveyard'. 
[0098] At steps Sc6 and Sc8, if it is judged that an 
attack-against-defense situation has not been selected, 
then after step Sc8, step Sc10 is executed. At step 
ScIO, it is determined that either one of the first player 
or second player has not laid a creature card on the 
playing area, despite the fact that the other player has 
specified an attack. In this case, the life points (LP) 
score of the player who has not laid a creature card is 
reduced by the attack capability index of the attacking 
card. 

[0099] Thereupon, the sequence returns to step 
Sb1 in Fig. 11, where it is detected whether or not 
'attack' or 'defense' selection has been made for all of 
the cards on the playing area, and if this selection has 
been made for all of the cards, then the contest ends 
and the sequence moves to step Sa4 in Fig. 10, where 
it is judged whether either player's life points (LP) score 
has reached zero. If the life points (LP) score of either 
one of the players has reached zero, then processing is 
implemented whereby, for example, one card is passed, 
randomly, from the losing player to the winning player. 
When a card is passed over in this way, it is possible for 
the card which is to be handed over to the opponent, if 
the player loses at step Sa1 in Fig. 10, to be shown in 
advance to the opponent, as an incentive. Moreover, in 
this case, the card handed over to the opponent when a 
player loses in this way is erased from the 'bag' of the 
losing player, and cannot be used in a subsequent 
game. 

[0100] Next, the trap game processing illustrated in 
Fig. 12 will be described. As stated previously, a trap 
card is a card which, when placed in the trap card zone 
(TP), becomes active and causes a certain action on 
the cards on the opponent's side, in cases where the 
opponent has laid a card on the playing area which 
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matches the activation conditions for that trap card. 
More specifically, various different trap cards are pre- 
pared, such as trap cards which cause the opponent's 
attack to rebound directly and damage the life points 
(LP) score of the attacking player, trap cards which 5 
come into effect when a card used for attack has a low 
attack capability index, trap cards which cause a contest 
between two cards on the opponent's side, trap cards 
which come into effect when the attack capability index 
on the opponent's side is greater than a prescribed w 
value, and the like. These trap cards are also stored in 
the form of a fist as illustrated in Fig. 4, and the function 
and action of each trap card is encoded and stored in 
the list. 

[0101] In the trap card processing illustrated in Fig. is 
12, the CPU core 28 shown in Fig. 3 identifies the func- 
tion of each trap card and executes processing corre- 
sponding to this function. 

[0102] On the other hand, in the new card game 
relating to the present invention, the function and action 20 
of trap cards is not simply universally effective, and 
there are also prepared magic cards which inflict dam- 
age back on a player when he or she has played a trap 
card, magic cards which enable a player to restore life 
points (LP) when they are laid on the playing area 25 
(restoring cards), and the like. Moreover, magic cards 
which reduce the capability index of the opponent's 
cards are also prepared. These magic cards are able to 
exert their prescribed effects when they are arranged 
and selected as part of the player's hand in the specified 30 
zone (SP). 

[0103] Next, if a cassette 12 storing the new card 
game relating to the present invention is used in the 
state illustrated in Fig. 1B, then it is possible to 
exchange carcls by means of communication. For exam- 35 
pie, if a predetermined number of specific cards are 
transmitted by a transmitting game device 1 1 to a 
receiving game device 11, then the receiving game 
device 1 1 will always be able to convert these into unob- 
tainable cards. 40 
[0104] Moreover, a card game can still be imple- 
mented in cases where a cassette storing an old card 
game is installed in one of the game devices in Fig. 1 B, 
for instance, the left-hand game device, and a cassette 
containing the new card game relating to the present 45 
invention is installed into the other game device, for 
instance, the right-hand game device. In this case, the 
devices may be constituted in such a manner that if the 
device having the cassette containing the old card game 
transfers a certain number of cards to the device having so 
the cassette containing the new card game, then these 
cards can be converted to special cards, if the combina- 
tion of cards transmitted is a prescribed combination. 
Thereby, it is possible to maintain compatibility between 
the old card game and new card game which have dif- 55 
ferent numbers of cards. 

[0105] More specifically, in cases where cards are 
transferred from the new card game to the old card 



game, the 350 types of card in the old card game which 
are included in the 700 types of card in the new card 
game can be exchanged with cards in the new card 
game. In this case, since the cards in the old card game 
are not divided into groups, when exchanging cards with 
the new game, group names are appended according to 
the list shown in Fig. 4. Moreover, if a plurality of cards 
in the old card game for a specific combinations, for 
example, K, L, M, then these can be converted into a 
single prescribed card in the new card game, for exam- 
ple, card mx. In this case, the card mx in the new card 
game may be a card which cannot normally be obtained 
during the game. 

[0106] In this way, by trading cards between card 
games of different versions, it is possible to obtain cards 
which cannot by acquired during a normal game. Fur- 
thermore, it is also possible, conversely, to transmit and 
exchange cards from the new card game to the old card 
game. In this case, the group names and family names 
used in the new card game are ignored in the old card 
game. 

[0107] The example described above related to a 
case where cards are transmitted from an old card 
game to a new card game, but it is also possible to 
exchange cards between card games of the same ver- 
sion, for instance, between old card games or between 
new card games. In this case, the combination of cards 
transmitted (for example, K, L, M) may be received as 
the same combination (K, L, M), or if the combination of 
cards is a particular combination, it may be converted 
by the receiving side into cards which are cannot be 
obtained during the game. 

[0108] As the foregoing reveals, the partial data 
storage area 153 of the storage medium 15 shown in 
Fig. 2 comprises an area for storing normal creature 
cards and a special card area for storing special cards, 
and only when prescribed conditions are satisfied does 
the device enter a state where this special data region 
can be accessed and the cards in this region can be 
used. 

[0109] Moreover, as shown in Fig. 3, since the 
game device which can implement the new card game 
relating to the present invention comprises a connector 
51 for making an external connection, it is possible to 
obtain cards which cannot normally obtained, by input- 
ting a prescribed external cord using the aforemen- 
tioned connector. More specifically, by appending an 
identification code based on a bar code, or the like, to a 
card source sold separately from the cassette, and 
inputting this identification code as a password, it is pos- 
sible also to obtain cards corresponding to this card 
source. In this case, the number of the file within the 
storage medium 15 can be stored by relating it to the 
password. More specifically, the password can be 
stored temporarily in the RAM 28 of the game device in 
Fig. 3, whereupon the prescribed region 153 (Fig. 2) of 
the cassette 12 is accessed and hence the card corre- 
sponding to this password can be stored. 
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[0110] Rather than appending identification codes 
to a card source, it is also possible to adopt a composi- 
tion wherein an identification code is assigned to a writ- 
ten medium, such as a magazine, or the like, and this 
identification code is input from the magazine, or the 5 
like, to the game device as a password. 
[0111] Below, an embodiment relating to the 
present invention using a password is now described in 
more concrete terms. 

[0112] Firstly, as shown in Fig. 1A, if a player is 10 
competing alone against the portable game device 1 1 , 
then in reality, the opponent is determined by selecting 
from a plurality of characters previously prepared in the 
portable game device 1 1 . In other words, the portable 
game device 1 1 relating to the present invention is con- is 
stituted in such a manner that a plurality of characters 
which form an opponent to the player are prepared in 
the portable game device 1 1 and the player is able to 
select one of the characters. In this case, the respective 
characters are set such that they have decks containing 20 
mutually different cards, and their strengths in the card 
game also differ. Therefore, the player is able to select 
an opponent character which corresponds to the 
player's own skill level, and when the card game is com- 
pleted, the cards supplied to the player may also vary 25 
depending on the opponent character. Consequently, 
the higher the number of opponent characters, the more 
cards corresponding to individual characters the player 
will be able to collect by competing against different 
characters, and hence the greater the player's interest 30 
in the card game. 

[0113] Taking these points into consideration, the 
embodiment relating to the present invention is devised 
such that the number of characters forming opponents 
is increased by using passwords. Fig. 13 depicts a 35 
mode selection screen in a portable game device 11 
relating to this embodiment of the present invention. In 
the mode selection screen illustrated, it can be seen 
that in addition to the selectable modes, such as cam- 
paign, fight, performance, construction, and the like, a 40 
password input mode for inputting a password is also 
displayed. This example illustrates a state where the 
password input mode is selected by means of a star- 
shaped cursor, and consequently, the 'password' text 
only is highlighted. 45 
[0114] If the player presses the selection button 
whilst the password input mode is being selected by the 
cursor, as shown in the display screen illustrated in Fig. 
13, then the display switches to a password input 
screen as illustrated in Fig. 14. In the password input so 
screen, a number input region for inputting eight digits is 
displayed to the player along with a message instructing 
the player to input an 8-digit password. 
[01 1 5] An 8-digit password can be input one digit at 
a time in the number input region of the password input 55 
screen, as indicated by the cursor. In the present exam- 
ple, the password columns are selected by moving the 
cursor by means of the right and left buttons of the 



cross-shaped key provided on the operating panel of 
the portable game device 1 1 , and the numbers in each 
column can be changed between 0 and 9 by operating 
the up and down buttons, if the input password is incor- 
rect, then the fact that the password is wrong is con- 
veyed to the player and a message prompting re-input 
of the password is displayed. The password input mode 
is terminated when an incorrect password is input a pre- 
scribed number of times. 

[01 16] In the present embodiment, the same screen 
is used for inputting a password corresponding to a card 
and inputting a password corresponding to a character. 
In other words, by inputting a password whilst the 
screen illustrated in Fig. 14 is being displayed, it is pos- 
sible to enter a password corresponding to a card and it 
is also possible to enter a password corresponding to a 
character on the same screen. This means that in the 
case of this embodiment, of the 10 8 possible pass- 
words, a portion thereof are allocated to cards and the 
other passwords are allocated to characters. 
[01 1 7] In this embodiment, rather than simply being 
able to obtain cards which cannot normally be acquired 
by inputting passwords, it is also possible to change the 
characters which form the opponent in the card game, 
by means of the password. In other words, when the 
password input screen as shown in Fig. 14 is displayed, 
the player is able to make a display screen showing a 
particular character appear, by inputting a password 
specified for a particular character, as disclosed in a 
card source, magazine, or the like. The passwords used 
for particular characters may also be transmitted via a 
network, such as the Internet, or the like. Moreover, 
passwords for particular characters may also be 
acquired from game devices of a different format to the 
portable game device illustrated. 
[0118] In either case, the particular characters in 
question are characters which differ from the characters 
previously stored in the cassette 12 which forms the 
storage medium, and in the present invention, this 
means that the program stored in the cassette 12 can 
be modified partially by means of external input. 
[0119] Below, the operations performed when a 
password corresponding to a character is input will be 
described with reference to Fig. 3. Firstly, it is assumed 
that a password corresponding to a particular character 
has been input on the display screen in Fig. 14, by con- 
trolling the operating panel 22 shown in Fig. 3. Here, it 
is also assumed that a prescribed password, a com- 
mand for displaying a particular character which is dis- 
played visually for the first time when the 
aforementioned prescribed password is input, a card 
selected by the particular character, the attributes of the 
particular character, and the like, are previously set in 
the program stored in the cassette 12. 
[0120] Therefore, if the prescribed password is 
input, then a deck comprising 40 cards corresponding to 
the particular character relating to this password is pre- 
pared inside the portable game device 11. In this 
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embodiment, the particular character storage area for 
storing an image of the particular character and a card 
image for the particular character is provided in the 
RAM 23. 

[0121] The operations performed when a password 
corresponding to a character is input will now be 
described with reference to Fig. 3 and Fig. 15. Firstly, 
the CPU core 26 in the CPU main unit 23 illustrated in 
Fig. 3 causes a character selection screen for specify- 
ing the opponent to be displayed on the liquid crystal 
panel 21. This character selection screen displays the 
character determined by the portable game device and 
also shows that there is a password input mode, thus 
indicating that a character other than the aforemen- 
tioned character can be selected. In this state, if the 
player chooses the password input mode, then the dis- 
play moves to a password input mode as shown in Fig. 
15, and password input processing is implemented. In 
password input mode, at step Ss1, the CPU core 26 
determines whether or not a password of the prescribed 
length (8 digits) has been input. The CPU core 26 per- 
forms this operation by detecting the number of digits in 
the password entered by the player by controlling the 
operating panel 22. When the length of the password 
reaches the prescribed number of digits, an input 
prompt screen is displayed. 

[0122] When the player has finished entering a 
password of the prescribed number of digits, the CPU 
core 26 moves to password comparison processing in 
step Ss2. Here, a password previously set as a compar- 
ison reference is stored in the particular character stor- 
age area of the RAM 28, as described previously, and 
the CPU core 26 access this particular character stor- 
age area when comparing passwords. 
[0123] Thereupon, at step Ss3, the CPU core 26 
judges whether or not the input password matches the 
passwords previously set in the portable game device. If 
the input password does not match the specified pass- 
word, then the processing of the CPU core 26 moves to 
step Ss4, and it is determined whether or not the player 
has input a password a prescribed number of times. If 
the number of password inputs made by the player has 
not reached the prescribed number, then the CPU core 
26 returns to step Ss1 and awaits input of a further 
password. If, on the other hand, at step Ss4, the player 
has input a password the prescribed number of times, 
and the input password does not match the specified 
password, then the password input mode is terminated. 
[01 24] If it is detected at step Ss3 that the password 
entered by the player does match the specified pass- 
word, then the CPU core 26 controls the display driving 
circuit 35 and the display RAM 42 in such a fashion that 
the character corresponding to the matched password 
(here, called the particular character) is displayed on 
the liquid crystal panel 21. 

[0125] Thereupon, the CPU core 26 controls the 
RAM 28 and forms a deck comprising 40 cards corre- 
sponding to the particular character (step Ss6). In this 



state, it is determined at step Ss7 whether or not the 
player has instructed the card game to be started. If the 
player has not instructed the start of a game, then data 
relating to the particular character and the deck corre- 

5 sponding to that particular character is stored in the 
RAM 28 under the control of the CPU core 26 (step 
Ss8), and password input mode is terminated. In this 
example, it is assumed that the particular character and 
the corresponding deck replace another character and 

10 deck, but if an external memory, such a memory card, or 
the like, can be connected to the portable game device, 
it is also possible to store deck relating to the particular 
character and deck in an external memory. 
[0126] At step Ss7, if the player instructs the start of 

15 a game, then the aforementioned card game is exe- 
cuted (step Ss9), a card game is played using the afore- 
mentioned character and the corresponding deck, and 
the password input mode is also terminated by start of 
the card game. 

20 [0127] As state previously, in this embodiment, 
information relating to a particular game in the portable 
game device is disclosed by means of media other than 
the portable game device, and by incorporating this 
information into the particular game in the portable 

25 game device, as and when required, the user is able to 
increase the variety of the particular game, thereby 
making it possible to maintain the user's interest in the 
particular game. 

[0128] Moreover, according to a further embodi- 
ed ment of the present invention, a game device capable of 
executing a game using prescribed characters is used, 
and it is possible to prepare media bearing prescribed 
data corresponding to these prescribed characters and 
to implement games using these prescribed characters 
35 in the aforementioned game device by inputting the 
aforementioned prescribed data as obtained from the 
aforementioned media by means of the Internet, or the 
like. In this embodiment, prescribed data relating to the 
game characters, for instance, passwords, may be 
40 transmitted to a user who is able to execute the game, 
by means of the Internet, or the like, and the user is able 
to play a game using characters corresponding to the 
prescribed data. 

[0129] The embodiment described above relates to 
45 a case where a game is played using a commercially 
available portable game device, but the present inven- 
tion is not limited to this is any way, and it may also be 
applied, in a similar manner, in a case where a storage 
medium or storage device relating to the present inven- 
50 tion is incorporated in a game machine used commer- 
cially in a game center, for example. 
[0130] As stated previously, in the present inven- 
tion, the cards are divided into a plurality of groups, and 
by assigning continuous and cyclical strength differen- 
55 tial relationships between the groups, it is possible to 
develop the card game and further enhance the interest 
of the user. Moreover, cards can also be exchanged by 
means of communications, making it possible to collect 
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a rich variety of cards. Moreover, in the present inven- 
tion, it is also possible to acquire cards which cannot 
normally be obtained, by entering a code from another 
card source. 

5 

Claims 

1. A game device for use in executing a card game 
between a player and an opponent on a screen by 
placing cards with predetermined capabilities, the w 
game device executing the card game by displaying 

a state wherein the cards of the player and the 
opponent are arranged face downwards on the 
same screen, by confirming only the cards of the 
player by turning them face upwards in the state is 
without being recognized by the opponent, and by 
setting mutually different competition environments; 

the cards being given, as environment capabil- 
ity index data, capability indices representing a 20 
capability which changes according to said 
competition environments and being divided 
into a plurality of groups having mutual strength 
differential relationships; 

the game device comprising: 25 
means for storing said environment capability 
index data of the cards together with the 
groups of the cards; 

judgement means for judging the strength dif- 
ferential relationship between the groups and 30 
judging win or loss between cards on the basis 
of said environment capability indices, when 
the win or the loss can not be judged from the 
strength differential relationship between 
groups; 35 
executing means for executing said card game 
on the basis of the judgements made by said 
judgement means; 

display means for displaying said card game; 
and 40 
input means for inputting instructions required 
for said card game. 

2. The game device according to claim 1, wherein 
said environment capability indices of each card 45 
are varied on an attach side and a defense side and 
said judgement means judges win or loss between 
cards on the basis of these varying capability indi- 
ces. 

50 

3. The game device according to claim 1 or 2, wherein 
said executing means sets, on said attack side and 
said defense side, a competition environment 
selected from said mutually different competition 
environments and executes said card game under ss 
the competition environment thus set 

4. The game device according to claim 1, 2 or 3, 



wherein the strength differential relationships 
between said plurality of groups are determined in 
such a manner that either one of the groups has 
superiority over one of the other groups and has 
inferiority to another one of the groups. 

5. The game device according to claim 1,2, 3 or 4, 
wherein said plurality of cards are divided into a plu- 
rality of families, each family respectively containing 
a plurality of groups, and no strength differential 
relationships exist between the plurality of groups 
belonging to each of said families. 

6. The device according to any one of claims 1 to 5, 
further comprising a storage medium which is 
attached to said game device, wherein said storage 
medium comprises storing means for storing infor- 
mation relating to said cards, and said storing 
means comprises a region for storing cards used 
normally and a special card region for storing spe- 
cial cards, the special cards in said special card 
region only being readable when predetermined 
conditions are satisfied. 

7. The game device according to claim 6, wherein 
said predetermined conditions are satisfied by sup- 
plying prescribed codes provided from a source 
outside the game device. 

8. The device according to any one of claims 1 to 7, 
further comprising a communicating means for 
sending and receiving information related to said 
cards, so as to exchange said cards through said 
communicating means. 

9. The game device according to claim 8, wherein 
said predetermined conditions are satisfied when 
the combination of a plurality of cards supplied via 
said communicating means is coincident with a pre- 
scribed combination. 

10. The game device according to any one of claims 1 
to 9, wherein a plurality of cards is placed on the 
screen at each turn. 

11. A computer-readable storage medium readable by 
a computer which stores a program for executing a 
card game between a player and an opponent by 
placing cards with respectively designated capabil- 
ities onto a screen, said program comprising the 
steps of: 

arranging the cards face downwards on the 
same screen, with the cards of the player alone 
which are turned face upwards, without being 
recognized by the opponent; 
determining mutually different competition 
environments, along with capability indices 
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which are assigned as environment capability 
index data to each of said cards and which rep- 
resent capabilities variable according to said 
competition environments; 

storing said environment capability index data s 
with said cards divided into a plurality of groups 
which have mutual strength differential relation- 
ships; 

judging the strength differential relationships 
between groups to decide win or loss of the 10 
cards; and 

judging win or loss between cards on the basis 
of said environment capability indices, when 
win or loss can not be decided by the strength 
differential relationship between groups; 15 
executing said card game on the basis of the 
judgements made by said judgement means; 
wherein said environment capability indices of 
the cards are varied on using the cards as an 
attack side and a defense side; and at said 20 
judgement step, win or loss between cards is 
judged on the basis of these varying capability 
indices together with the strength differential 
relationships between groups. 

25 

12. The storage medium according to claim 11, 
wherein the strength differential relationships 
between said groups are determined in a continu- 
ous and cyclical fashion. 

30 

13. The storage medium according to claim 11 or 12, 
wherein said program divides said cards into a plu- 
rality of families, in such a manner that each family 
contains a plurality of the groups, and said program 
does not judge strength differential relationships 35 
between said plurality of families. 

14. The storage medium according to claim 11, 12 or 
13, wherein said storage medium comprises a 
region for storing cards which are used normally 40 
and a special card region for storing special cards. 

15. The storage medium according to claim 14, 
wherein said program is composed in such a man- 
ner that it is able to access said special card region 45 
in response to prescribed combinations of said 
cards. 



storing means for storing, as capability index 
data, capability indices representing a capabil- 
ity for each of said cards; 
said storing means comprising a region for 
storing cards which are used normally and a 
special card region for storing special cards dif- 
ferent from the cards used normally, said spe- 
cial cards being readable by supplying a 
prescribed code from a source outside said 
game device. 

18. The game device according to claim 1 7, wherein, in 
said card game, respective cards are arranged face 
downwards on a single screen, whereupon only the 
cards corresponding to the relevant player are 
turned face upwards for verification, without being 
recognised by the opponent, and said capability 
indices are changed according to the environment. 

1 9. A game device for use in selecting game characters 
as an opponent by a player, comprising: 

a particular character storage region for stor- 
ing, as the game characters, particular charac- 
ters which are selectable only when a 
predetermined code is supplied from an exter- 
nal source; and 

means for accessing said particular character 
storage region to select the opponent from the 
particular characters when said predetermined 
code is input 

20. The game device according to claim 19, further 
comprising a data storage region for storing neces- 
sary data for the game corresponding to said partic- 
ular characters, wherein game data corresponding 
to said particular characters is read out from said 
data storage region by selecting one of said partic- 
ular characters. 

21. The device according to claim 19 or 20, wherein 
said game is a card game, said predetermined 
code is a publicly disclosed password, and said 
game device comprises means for displaying a dis- 
play screen instructing entry of said predetermined 
code, and means for judging if said predetermined 
code has been input; 



16. The storage medium according to claim 15, 
wherein said program judges cards transmitted by so 
communication and accesses said special card 
region if a combination of said cards is identical with 
the prescribed combination. 

17. A game device for use in executing a card game 55 
between a player and an opponent by placing cards 
having respectively designated capabilities onto a 
screen, comprising: 



the card game being played by using said par- 
ticular character when said predetermined 
code has been input, and furthermore; 
the cards obtained during a card game against 
said particular character being different from 
the cards obtained during a card game against 
another character. 

22. An image display method of displaying, as an oppo- 
nent, game characters which are selectable by a 
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player, comprising the steps of: 

inputting a prescribed code from an external 
source; and 

changing the game characters to a particular 5 
character corresponding to the prescribed 
code, when the prescribed code is given from 
an external source. 

23. The image display method according to claim 22, 10 
comprising the steps of: 

displaying a screen instructing input of said 
prescribed code; 

determining whether or not said prescribed 15 
code has been input; and 
displaying, as the opponent, the particular 
character corresponding to said prescribed 
code, in cases where said prescribed code has 
been input; and 20 
displaying data corresponding to said charac- 
ter, in cases where said prescribed code has 
been input 

24. The image display method according to claim 23, 25 
wherein said game is a card game and card data 
determined with respect to said particular character 

is displayed as data corresponding to said particu- 
lar character; 

30 

the cards obtained during a card game against 
said particular character being different to 
cards obtained during a card game with a dif- 
ferent one of the game characters. 

35 
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